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STOP! READ THIS! 


If you're going to gamemaster (“run”) the adven- 


ture, you need to read this section. But if you're 
going to play in the adventure, don't read it— 
you'll ruin some of your fun. 


SYNOPSIS 


Mind The WMD is a mission for starting players and 
gamemasters. It is designed to be played with 1 game- 
master and 4 players. It can be played using these Eclipse 
Phase Quick Start Rules, or it can be used with the 
Eclipse Phase core rules with minimal modifications. 
Four pre-generated characters are provided (p. 30-33), 
one for each player. Only the gamemaster should read 
any further, so as not to spoil the plot for the players. 

This scenario begins with the four player characters 
aboard the Scum barge Ecstatic Metamorphosis. They 
are contacted by Firewall and assembled as a team for an 
operation on the barge. Their job is to investigate rumors 
that a black market weapons dealer is offering some sort 
of devastating weapons technology for sale. If the goods 
are deemed to pose an existential risk, they are to be 
acquired or destroyed by any means necessary. 

The sentinels eventually track down the arms dealer 
and arrange a meeting, posing as buyers. The meet takes 
place on the dealer’s ship, which is docked with the Scum 
barge. As soon as the characters ascertain the nature of the 
weaponry, however, the meeting is attacked by a third party 
seeking to steal the technology. In the heat of combat, the 
weapon system is activated, releasing a highly dangerous, 
hostile, self-replicating nanoswarm. In order to prevent the 
whole barge from becoming infected, the characters must 
detach the dealer’s ship from the barge. Shortly afterwards 
it is destroyed—most likely with the characters still aboard. 

Part two of the scenario sees the characters being 
re-sleeved on Mars—either restored from their backups 
or farcast from the Scum swarm. After investigating the 
arms dealer and tracking their past activity, Firewall be- 
lieves they may know where the nanoswarm came from. 
The characters are sent into the Martian wasteland to 
investigate the ruins of a dome habitat destroyed during 
the Fall. When they arrive, they discover a cache of weap- 
ons created and left behind by the TITANs. 

Unfortunately for the characters, the group that at- 
tacked their meeting with the arms dealer has success- 
fully tracked them to the cache. The characters must 
fend off their opponents without letting the devastating 
weapons fall into their hands. 


SCENE |: SWIMMING IN SCUM 


At the start of the mission, each of the characters is inde- 
pendently aboard the Ecstatic Metamorphosis, a former 
colony ship retrofitted as a nomadic city by the Scum 
faction (see The Scum Barge, p. 23). Each character is an 
established Firewall operative, but they do not know 
each other and have never worked together before. 


ASSIGNING THE MISSION 


While going about their personal business, each char- 
acter simultaneously receives an encrypted message via 
the Mesh. This missive originates from Firewall’s social 
network, with all the appropriate code words. It reads 
as follows: 


Ni hao, friend. Your urgent assistance is needed. It has come to our 
attention that an unknown art dealer in your vicinity is seeking to 
sell certain masterpieces to the highest bidder. Please investigate and 
ascertain the nature of the artwork and its potential impact on the 
public. If it is truly of masterpiece quality, do whatever it takes to 
keep this artwork from falling into a private collection. You have three 
collaborators in your vicinity to help with your assessment. Keep us 
apprised of your progress. 


This message comes with information that allows each 
character to contact and track the other player characters 
via the Mesh. 


MEETING UP 


The first order of business will likely be for the characters 
to meet up, or at least to establish contact online. Let 
the players handle this however they wish, but encourage 
roleplaying. This is a good opportunity for the players to 
start to define their characters, so allow them to describe 
their personal looks to the others in detail and otherwise 
pinpoint what characteristics stand out. 


THE SCUM BARGE 


The characters are traveling on a massive ship that is 
literally carrying thousands of people, like a floating 
city in space. The ship’s central cylinder is rotated for 
light gravity (0.4 G), but the rest of the ship is without 
gravity. The ship’s primary operators are adherents to the 
so-called Scum faction, lifestyle anarchists who endorse 
full personal control over one’s own body and mind and 
who embrace body modification and experimentation. 
Scum barges are nomadic festivals where almost anything 
goes, a mobile black market. There are no police and few 
restrictions as long as you do not endanger the ship. The 
barge itself does not travel alone; a swarm of smaller 
craft surrounds and accompanies it. 

This is a good opportunity for the characters to 
wander around and interact with others, and for the 
gamemaster to provide a description of transhumanity at 
its most eclectic. Scum barges are crossroads for people 
of all factions, morphs and ideologies, each coming here 
to pursue business without restrictions, to vacation and 
party, or to simply catch a lift to the next destination. 
Parts of the ship are open bazaars, others are non-stop 
nightlife, and there are even some areas where you can 
seek out some rest or privacy. 


TRACKING DOWN THE DEALER 


In order to track down the dealer, the characters must 
engage in a bit of legwork. They have two options for 
turning up the information they need: face-to-face, or by 
using rep. 


& »>— QUICK-START RULES 


FACE-TO-FACE BRIBES/THREATS 
Option one is for the characters to simply start asking 
around. This can go well or poorly, depending on whom 
they approach and how they deal with them. The game- 
master must determine how well this tactic works, depend- 
ing on how the characters go about it. For example, if the 
characters use their knowledge and perceptive skills to find 
someone who seems to be of the criminal persuasion and 
discreetly offer that person a bribe for the information they 
need, they’re off to a good start. If they just pick someone 
at random and start making threats, not so much. 

Ultimately, this method relies on successful use of skills 
such as Persuasion, Protocol or Intimidation, perhaps 
bolstered by credits or realistic threats. It is also a good 
way for the characters to meet some NPCs. 


USING REP 


Option two is for the characters to rely on their social net- 
works and reputation. This type of negotiation is typically 
handled via the Mesh, as the character queries their buddy 
lists and friends-of-friends, relying on their reputation score 
to induce someone’s help. This requires a test using an ap- 
propriate rep score—in this case, either g-Rep or @-Rep. 


THE DETAILS 

Each successful roll should get the player characters a little 
closer to the information they need. First they should find 
out that there is indeed an arms dealer on the ship who is 
taking bids on some sort of impressive weapons technol- 
ogy. The details on the actual weaponry remain sketchy, but 
the characters should discover that the dealer is known as 
Gray Xu, a broker loosely affiliated with the Night Cartel. 
Further research will indicate that several parties have ex- 
pressed interest in the goods, but no one is saying who. 


ARRANGING A BUY 

If the characters dig a little more, they will be able to 
arrange their own meeting with Gray Xu, which is the 
easiest way for them to analyze the threat level posed 
by what she’s selling. The meeting is slated to take place 
aboard Gray Xu’s private spacecraft, which is currently 
docked with the Scum barge. 


TWEAKS 


If the characters are having a hard time tracking down 
the dealer, give them a break by having one of the dealer’s 
contacts approach the character with the highest g-rep. 
She is looking for buyers, after all. 

If the gamemaster wants to spruce up this scene, make 
digging up the dirt a bit harder. Perhaps Gray Xu already 
has a potential buyer lined up, and neither party is ex- 
cited about having someone nosing around in their busi- 
ness. In this case, the characters might get an unfriendly 
visit from some of Xu’s enforcers (if they come out on 
top, this could give them the break they need). 


SCENE 2: DEALS GONE BAD 


Now that the characters have located their quarry, the 
real action begins. This scene explodes with danger 
quickly—and ends with a bang. 


THE MEET 


Gray Xu’s ship is much smaller than the Scum barge, 
but still sizable. A refitted ore freighter, it features more 
than a dozen separate compartments in addition to its 
ample-size storage bay. The ship is tethered to one of the 
barge’s aft docking stations, meaning that the ship and 
the barge in this area have zero gravity. Characters who 
want to move around normally in zero-G should have no 
problem, but anyone that wants to try something tricky 
or fancy will have to make a Freefall Test. 


THE DEALER’S SECURITY 

Gray Xu is relying on four well-armed enforcers to 
provide ample protection. Two slitheroids (snake-like 
robotic morphs) guard the airlock, greeting the charac- 
ters with a thorough scan and search when they arrive, 
and confiscating any non-implanted weaponry. Two neo- 
hominids (uplifted gorillas) then escort the characters 
into the ship, down to the hold where Gray Xu waits. 
These neo-hominids are graceful in zero-G, but they are 
incomplete uplifts incapable of human speech. 


1 Bridge 
2 Officer Quarters 


3 Crew Quarters 
4 Bathroom/Closet 
5 Rec Room/Kitchen 
6 Forward Airlocks 
7 Modular Storage 
8 Cargo Airlocks 

9 Cargo 

10 Engines 


THE WEAPONS 

A large space has been cleared out of the hold, where 
Gray Xu waits to negotiate. She floats easily in her 
bouncer morph, well suited to zero-G. Her skin is 
deep gray, with a shock of white hair and white eyes. 
Between her prehensile feet she holds an unremarkable 
metal canister. 

Gray Xu will greet the characters with the courtesy 
due to any prospective customers. She will not waste time 
diving into her sales pitch, however, instead providing 
entoptic information displays on her goods. 

She claims that the item for sale is a relic of the 
TITANs, the Als blamed for the Fall, recovered from 
some hidden weapons cache. In her analysis, the canister 
contains a dangerous and intelligent autonomous nano- 
swarm, similar to those unleashed on Earth and Mars 
during the Fall. This swarm sends out a horde of invisible 
nanites with adaptive and self-replicating capabilities— 
technology that is years beyond current transhuman tech 
levels. Such swarms are capable of converting matter 
from the molecular level into almost anything needed for 
them to overcome whatever lies in their path. 


WHAT WOULD FIREWALL DO? 


The characters will instantly recognize this technology as 
exceptionally dangerous—such nanoswarms enveloped 
and destroyed entire cities during the Fall. Technology 
of this sort most definitely falls under the umbrella of 
Things to Capture or Destroy at All Costs. 


GRAY XU 
COG COO INT REF 
15 15 20 15 15 
MOX DUR WT LUC TT INIT 
5 35 7 30 6 70 
Reputation: @-Rep 35, c-Rep 40, g-Rep 60 
Skills: Academics: Nanotechnology 45, Deception 
55, Fray 50, Freefall 55, Freerunning 40, Percep- 
tion 45, Persuasion 60, Protocol 55, Research 40 
Implants: Basic BioMods, Basic Mesh Inserts, Cor- 
tical Stack, Grip Pads (+30 Climbing), Oxygen 
Reserve, Prehensile Feet, Spray Weapons 30 
Gear: Body Armor (10/10), Shredder (Flechette 
Spray Weapon, SA/BF/FA, AP -10, DV 2d10 + 5, 
ammo 100) 


NEO-HOMINID BODYGUARDS 


COG COO INT REF SAV SOM WIL 
5 15 20 15 10 15 5 
MOX DUR WT INIT SPD 
2 35 7 70 1 
Reputation: g-Rep 40 
Skills: Climbing 50, Clubs 50, Fray 50, Freefall 40, 
Freerunning 40, Intimidation 70, Kinetic Weap- 
ons 45, Perception 25, Unarmed Combat 50 
Implants: Basic BioMods, Basic Mesh Inserts, Cor- 
tical Stack, Cyberclaws (AP -2, 1d10 + 5 DV) 
Gear: Body Armor (10/10), Medium Kinetic Railgun 
Pistols (SA/BF/FA, AP —5, DV 2d10 + 4, ammo 12) 


UNINVITED GUESTS 


As the characters are undoubtedly silently debating (via 
their mesh implants) how to buy, steal and/or destroy the 
canister, the unexpected happens—Xu’s ship comes under 
attack. Their negotiations are suddenly interrupted by 
the sounds of combat as an unknown third party storms 
onto Xu’s ship, making short work of the slitheroid 
guards. The characters find themselves in a tense situa- 
tion, as Xu’s neo-hominid bodyguards move to protect 
her while keeping the characters carefully covered—for 
all they know, the characters are responsible for this 
sudden raid. 

The characters will have less than half a minute to 
somehow put Xu’s fears to rest, a challenging task no 
matter how persuasive they are (—30 to Persuasion Tests). 
Alternatively, they can make a move of their own; though 
they outnumber Xu and her gorillas, they are heavily 
outgunned. The gamemaster should attempt to run this 
scene in real-time using roleplaying, keeping a sharp eye 
on how much time passes. 

Around 30 seconds after the first sign of trouble, the 
attackers reach the door to the cargo hold. The charac- 
ters will find themselves unarmed and in a crossfire—in 
zero-G to boot. Luckily, Xu’s side and the attackers will 
concentrate on each other, only going after the characters 
if they pose a threat or otherwise draw attention to them- 
selves. Give the characters a chance to take cover behind 
other cargo, or even to escape the hold via another exit. 


WORST-CASE SCENARIO 
Just when the situation is looking bad, it gets catastroph- 
ic. Either the canister is hit by a stray shot, or Xu ac- 
cidentally or intentionally triggers it. Either way, there is 
a loud bang, distinctly different from the other sounds of 
combat, and suddenly a large cloud of scintillating silver 
mist envelopes the area around Gray Xu—the nano- 
swarm has been released. A temporary lull in combat 
ensues as both sides stare in shock. For a long moment 
the fog will seem to linger, slowly expanding, until parts 
of it suddenly come to life, moving in ways unnatural for 
mist to move and even seeming to coalesce into strange 
shapes. Gray Xu screams, propelling herself further back 
into the hold, a trail of silver cloud latched on to her. 

As the gorillas and attackers begin shooting once 
again, take a moment to make sure the characters un- 
derstand the direness of the situation. The nanoswarm, 


UNKNOWN ATTACKERS 
IN SPLICER MORPHS (10) 
COG COO INT REF SAV SOM WIL 
10 15 10 10 10 15 10 
MOX DUR WT LUC TT INIT SPD 
2 30 6 20 4 40 1 
Skills: Blades 30, Fray 40, Freefall 40, Freerunning 
20, Intimidation 30, Kinetic Weapons 35, Percep- 
tion 20, Unarmed Combat 40 
Implants: Basic BioMods, Basic Mesh Inserts, Cor- 
tical Stack 
Gear: Armor Clothing (4/4), Vibroblades (AP —2, 
DV 2d10 +2), Medium Kinetic Pistols (SA/BF/FA, 
AP -2, DV 2d10 + 2, ammo 12) 
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now loose, is nearly unstoppable. It is spreading rapidly, 
and poses a great danger to everyone on the ship. In fact, 
if the swarm is not somehow contained on the ship, it 
could threaten the entire barge. And it’s coming their 
way. All characters viewing the nanoswarm must make 
a WIL x 3 Test or suffer rdro + 2 (round down) stress. 

If any character comes into contact with the nano- 
swarm, they immediately suffer rdro damage (armor 
does not protect against it) as well as rdro stress as 
they realize they have been infected (derangements that 
result might include anxiety, nausea or fixation on the 
infected part of their body). At the end of each Action 
Turn after that, they will suffer additional damage, 
starting at 1dro + 2, and increasing by +2 each addi- 
tional round, until dead. Their last moments are likely 
to be horrifying and painful. 


SAVING THE BARGE 


As members of Firewall, the characters’ duty is to con- 
tain this threat and protect the barge. To this end, they 
need to seal the ship, though that is only a temporary 
measure. A far safer one would be to cast it free from 
the barge entirely. 

There are several ways the characters can go about 
the first part. One is to get past the attackers—either by 
taking a separate exit from the hold and sneaking past 
any others roaming the ship, or by overcoming them— 
and manually seal the airlock. Another is to hack the 
ship’s network and instruct it to seal the airlock. 

Moving the ship away from the barge is more diffi- 
cult. Even if a character manages to make it to the ship’s 
bridge, the ship’s onboard AI will not allow an unauthor- 
ized person to pilot the ship. The characters’ only choice 
is to hack the controls—or somehow force Gray Xu to 
make the order. Hacking the ship requires a Network 
Intrusion Test at -30 to infiltrate the system, and then a 
Subversion Test, with a modifier based upon the type of 
commands the players wish to send (as determined by 
the gamemaster). 

If any of these attempts fail, Gray Xu might order the 
ship to seal itself off, decouple and move away from the 
barge, either as a last act of altruism or simply to isolate 
her attackers. 


FRIENDLY FIRE 


At some point, the characters are likely to report their 
situation back to Firewall. If they don’t, the situation will 
continue, with the nanoswarm slowly spreading through- 
out the ship, killing and/or transforming everyone and 
everything in its path. The swarm is intelligent, capable of 
evaluating any threats and of combining nanites together 
to form larger-scale objects, such as grasping tentacles or 
shredding tools to cut through barriers—almost anything 
imaginable. It is also effectively immune to most attacks. 
If the characters are quick, they might be able to reach 
an airlock, grab a spacesuit and jump free into space. 
Any character abandoning ship must make a WIL x 3 
Test or suffer 1dro + 2 (round down) stress as they leap 
into space, risking death (resulting derangements might 
include vertigo, fear of the dark or fear of open spaces). 

If the characters fail to contact Firewall, at some point 
Firewall will contact them to check on their situation— 
especially if Xu’s ship has suddenly and inexplicably cast 
itself free against all safety warnings and gone drifting 
into space. 


Once Firewall becomes aware that a nanoswarm threat 
is loose inside the ship, it will immediately implement an 
emergency plan to eliminate the danger. Unfortunately 
for the characters, this means that another Firewall agent 
placed on board another ship in the swarm will target 
Xu’s ship with a missile. If Firewall is feeling nice, it may 
give the characters 20 or 30 seconds’ warning to get to an 
airlock. Otherwise, the only warning the characters may 
have is from the ship’s AI, as it broadcasts an alert of an 
incoming missile impact. Despite the AI’s attempt to ma- 
neuver away, the missile will strike and obliterate the ship. 


SCENE 3: GET YOUR ASS TO MARS 


Whether they survived or died, the characters’ mission is 
not yet complete. Firewall has traced Gray Xu’s previous 
activities and believes they may know where she acquired 
the TITAN nanoswarm, and so the characters are sent to 
Elysium on Mars. 


RESLEEVING 


Any character that died in the previous part of the mis- 
sion is resurrected on Mars. If their cortical stack was re- 
trieved (i.e., their body was not lost or totally destroyed), 
they are downloaded from that. In this case, however, 
they remember their moment of death. Such characters 
suffer tdro + 3 stress (resulting derangements likely 
include phobias or detachment, or somehow relate to 
the manner of death). Characters who were killed (or 
already dead) when the missile struck the barge have 
a slight chance of having their cortical stack recovered 
from the wreckage; they must roll less than 20 on droo, 
or permanently burn 1 point of Moxie. 

If their cortical stack was not retrieved, they must be 
restored from a previous archived backup. In this case, 
they undergo a slight loss of continuity (part of their life 
is missing), and so suffer rdro + 2 (round down) stress. 
The character will not remember the previous part of the 
mission or their death, and so Firewall will have to bring 
them up to speed on what happened. 

Characters who survived the previous part of the mis- 
sion fare better, but they must still have their ego upload- 
ed and transmitted to Mars, where they are downloaded 
and re-sleeved in a new morph. 

All of the characters wake up in a new body, provided 
for free courtesy of Firewall, in a re-sleeving facility in 
Elysium. While they recuperate from the procedure, 
Firewall updates them. Getting used to a new morph is 
not easy, however. Each character must make a WIL x 3 
Test, suffering 2 points of stress if they succeed and 4 if 
they fail (possible derangements typically include body 
dysmorphia). Likewise, each character suffers a -20 
modifier to all physical actions as they get accustomed 
to their new body. Reduce this modifier by 5 for every 12 
hours that passes. 


WELCOME TO MARS 


The characters will find themselves in Elysium, one of 
the largest cities on Mars, and a center of entertainment, 
fashion and hypercorp culture. It is situated within 
a large chasm, covered by multiple domes. Its shiny 
structures, glittering holograms, omnipresent entoptics, 
buzzing air traffic and non-stop nightlife should stand in 
sharp contrast to the dingy corridors of the Scum barge. 
Gravity is a light 0.38 G. 


Give the characters a small chance to enjoy the high 
life and explore their environs, basking in the presence of 
the hypercorp glitterati and socialites. Beauty and style 
are so common here as to be mundane, those who want 
to be seen wear exotic sylph morphs or decorate/modify 
themselves in extravagant ways. Firewall needs the char- 
acters to move fast, but they’ll tolerate a few hours of 
sightseeing. Though Firewall also equips the characters 
well, they may wish to acquire some gear of their own 
on the side, calling for a few Reputation, Protocol or 
Persuasion Tests. Keep in mind that characters sleeved 
in synthetic morphs may have a difficult time blending 
in here, as shells are viewed as lower class and distasteful 
(-20 modifier to appropriate social tests). 


EXPEDITION 


The characters’ mission is to leave Elysium and travel 
more than a thousand kilometers to a former habitat 
known as Ebb 6, which was destroyed during the Fall. 
According to the records, the dome surrounding the 
small settlement was breached during an attack by AI 
killbots. Hundreds succumbed to the depressurization 
and change of atmosphere, with more dying when the 
machines overran the base. With little need to reclaim 
the settlement, it remains a desolate ruin. It lies in an 
area considered dangerous, still roamed by surviving 
constructs left behind by the TITANs. 

The characters are given a buggy to drive out to the 
ruins, as a direct flight would likely attract too much 
attention. Characters in ruster or synthetic morphs can 
easily get by in the partly terraformed Martian atmo- 
sphere, but other biomorphs will be forced to wear re- 
breathers as well as heated clothing. Firewall also equips 
the characters with a portable nanofabrication device, 
which enables the characters to create almost any gear 
they need, constructed from the molecular level on up, 
given enough time. 


NANOFABRICATION 

A character that wishes to construct something in the 
nanofabricator must make a successful Programming 
Test. This is a Task Action, with a timeframe of 10 min- 
utes. Once the nanofabricator is programmed, it runs on 
its own. The amount of time it takes to manufacture an 
item depends on the complexity: 1 hour for simple tools 
(hammer, crowbar, tent, etc.), 6 hours for moderately dif- 
ficult gear (night-vision gear, rebreather, etc.), and 1 day 
for highly complex objects (firearms, computers, etc.). 
The gamemaster should apply difficulty modifiers as ap- 
propriate to the item in question. At the gamemaster’s 
discretion, the fabricator may not create some items that 
are too complex or too dangerous. 


MARTIAN DANGERS 


Traveling to the destroyed dome will take approximately 
12 hours, though the characters can drag this out longer 
if they choose. They may encounter numerous difficulties 
along the way, though it is up to the gamemaster which 
to include depending on the pacing of the game: 

Terrain. The characters’ buggy may run across crevass- 
es, craters, fields of boulders or similar difficult ground. 
Similarly, the terraforming efforts have created new 
challenges such as mudslides, sandstorms, flash floods, 
etc. The buggy’s AI is capable of driving itself, and of 
using navigation systems, satellite mapping and weather 


tracking to avoid such obstacles, but such systems are not 
infallible. Circumventing this terrain may require a Pilot: 
Ground Test or creative thinking. 

Hostile Martians. The Martian wilderness is relatively 
unpopulated, but it is not unheard of for travelers to run 
across nomadic rural rusters who are hostile to interlop- 
ers or even outright brigands who will raid the characters 
for supplies. 

Al Relics. As noted above, dangerous TITAN-spawned 
machines still roam this area of Mars, attacking transhu- 
man life. These may range from tank-like war machines 
bristling with weaponry to flying drones designed to 
decapitate transhumans and forcibly upload their minds. 


TWEAKS 


Unknown to the characters, their actions are being 
tracked by the mysterious third party that attacked 
Gray Xu’s ship. This surveillance is discreet, monitoring 
the characters via long-range spy drones and carefully 
concealed tracking devices, and following the charac- 
ters’ trail through the Mesh. If the gamemaster wishes 
to increase the tension in this scene, they can give the 
characters a chance to notice this surveillance or even 
arrange a mishap that brings the characters face-to-face 
with their watchers. 


SCENE 4: RUMBLE IN THE RUINS 


After a long journey, the characters finally reach their 
destination—the deserted remains of the Ebb 6 station. 
Their instructions are clear: find out how Gray Xu 
acquired the nanoswarm, locate any other remaining 
dangers and eliminate them. 


SCOUTING THE HABITAT 


Time has taken its toll on Ebb 6. Most of the damaged 
dome has been stripped away, leaving only a tattered 
framework and some remaining panels. Inside, approxi- 
mately two dozen structures are half-buried in Martian 
sands. Most show obvious signs of damage from the 
attack that destroyed this settlement or the weather in 
the decade since. Inside some of the ruins lie the remains 
of the unfortunate former inhabitants—some possibly 
with intact cortical stacks. 

Presumably the characters will carefully survey the 
ruins from a distance before rolling in. Any character 
who monitors the ruins for at least an hour and who 
makes a successful Perception Test will notice small 
signs of motion or activity, such as a flash of movement 
between two buildings, or a small servitor bot complet- 
ing some task. Characters with enhanced vision can see 
in the dark, spot heat traces and even see through thin 
walls. It should quickly become apparent that someone 
inhabits the ruins, and that they’re up to something. 

If the characters stroll right in, give them a similar 
chance to notice such activity before they give themselves 
away. If they hide, allow them to make an Opposed Test, 
pitting their Infiltration skill against a Perception Test 
from one of their opponents. If the characters are spot- 
ted, they will be confronted by the small band of Night 
Cartel scavengers who are slowly but steadily unearthing 
a cache of weaponry left by the TITANs. 


NIGHT CARTEL SCAVENGERS 


The scavenging group consists of 4 Night Cartel mob- 
sters in ruster morphs. Gray Xu employed this team to 
continue searching the ruins after one of them discovered 
the nanoswarm canister here. To their delight, they found 
evidence of an entire cache of TITAN technology, buried 
in a bunker beneath one of the ruined structures. For 
several weeks, the scavengers have employed a number 
of servitor robots to carefully dig up the stash, wary of 
possible booby traps. Only recently have they gained 
access to the treasures within, which they are still care- 
fully archiving and examining. 


THE CACHE 

The weapons depot left by the TITANs is small but 
potent. It contains a number of deactivated warbots, 
several sealed canisters of unactivated nanoswarms 
(similar to the one being sold by Gray Xu), several vats 
of unidentified chemical compounds, several items that 
are completely unrecognizable as to their purpose, and 
one antimatter explosive device (containing a minuscule 
amount of antimatter, but more than enough to destroy 
the whole settlement). 
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PARTV-CRASHERS REDUH 


At whatever point the gamemaster deems most appropri- 
ate for dramatic effect, the mysterious third party once 
again arrives and intervenes. If the players are taking too 
long to decide on a course of action, the gamemaster can 
use this event to spur them into motion. If they wandered 
in and find themselves captured or in a losing fight with 
the scavengers, this group may arrive just in time. If the 
characters have already dealt with the scavengers effec- 
tively, this event can catch them off guard, possibly forc- 
ing them to hole up in the ad-hoc bunker. Keep in mind 
that this third group has been tracking the characters, 
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hoping they would lead them to the cache, which they 
did. They are likely to time their arrival in a way that 
benefits them best. 

This time, the third party consists of four well-armed 
and armored grunts in buff olympian morphs. They 
arrive in their own buggy, which they leave parked at a 
safe distance out of sight, sneaking up using the rocky 
terrain as cover. Their mission is to seize the cache for 
themselves, call in backup to ship it out and kill anyone 
else involved. They are not interested in negotiating or 
taking prisoners. 

This team also has an ace up their sleeve: a sniper 
drone. This Al-operated robot is essentially a small he- 
licopter with a gun. It is instructed to keep a distance 
and back the four team members up if they run into dif- 
ficulty. Spotting it from a distance will be difficult (-30 to 
Perception Tests), and attacks made by or against it will 
suffer a similar long-range modifier. 


RUNNING THE COMBAT 


There are numerous ways in which this final scene can 
wrap up—the direction is entirely fluid and up to the 
actions of the characters and the ruthlessness of the 
gamemaster. It’s highly likely that the characters will find 
themselves in a three-way fight, with one party holed up 
in the cache bunker and another caught in the crossfire. 

Perhaps luckily for the characters, there is plenty of 
rocky terrain and ruined structures to use as cover, pos- 
sibly turning the battle into a running game of cat-and- 
mouse. Characters can make ample use of their Infiltra- 
tion skills to sneak around, their Perception skills to spot 
opponents, their Climbing skills to gain higher ground, 
their Freerunning skills to vault obstacles and otherwise 
move unimpeded, and their Fray skills to dodge and go 
on full defense. 

The gamemaster is in control of both opposing forces, 
and so can choose to make the combat easier by having 
these opponents take each other out or more difficult by 
having each side maneuver and fight with intelligence 
and ruthlessness. 


DEALING WITH THE CACHE 


The characters’ ultimate goal is to capture or destroy 
the cache. If the characters are unable to beat their op- 
ponents in combat, their only choice is to try to keep 
anyone else from claiming it. The characters can go about 
this in two ways. 

The first is to access the cache, peruse it and find the 
antimatter bomb. That device is more than capable of 
destroying the entire cache, and most of the ruins with 
it. Unfortunately, there is no easy way for the charac- 
ters to set this bomb off remotely—meaning that one of 
them will need to set it off, dying in the process (perhaps 
requiring a WIL x 3 Test and inflicting rdro mental 
stress). If the characters think of it and the gamemaster 
allows it, a remote detonator or timing device can be 
jury-rigged to activate the bomb safely, but constructing 
this will require a Demolitions Test with a -30 modifier 
and a timeframe of 30 minutes. In the heat of combat, 
the characters may not have enough time. Alternatively, 
one of the scavengers’ servitor bots could be hacked and 
instructed or remote-controlled to detonate the bomb 
once the characters are safely away. 


The second option is to set off a smaller explosion in 
the cache room, which will breach the antimatter’s con- 
tainment device and cause that bomb to go off as well. 
This requires making some sort of improvised explosive 
(a Demolitions Test at —30), crashing a vehicle into the 
cache or hacking the sniper or a servitor bot and crashing 
one of those into the cache. It is entirely possible that the 
characters might do this without realizing the antimatter 
bomb is within .... 

Creative players may generate other ideas, such as 
using their nanofabricator to generate a corrosive com- 
pound to melt the cache (though this will also trigger the 
antimatter bomb when its container is breached). As a 
last resort, if the players have no other options and/or 
are losing to one of the other sides, they can place a call 
to Firewall and let the organization know of the cache’s 
location and imminent danger. Through its network of 
agents, Firewall can look into some other method of 
dealing with the cache, such as sending a better-armed 
team or “accidentally” dropping a large rock on the ruins 
from orbit. Any such actions will likely be of little com- 
fort to the characters, however, who are on their own for 
the time being. 


AFTERMATH 


Whether or not the characters survive, Firewall will 
make an effort to retrieve their cortical stacks. This will 
not be possible for any characters caught in the antimat- 
ter blast—their stacks have been atomized, and they will 
have to be restored from backup. If the characters were 
all slain or captured by one of the opposing teams, their 
cortical stacks may have been removed—either for inter- 
rogation purposes or to sell on the black market. Retriev- 
ing those stacks could become an adventure in itself. One 
way or another, the Night Cartel will likely have lost 
their secret stash of profitable weaponry, but they have 
many other methods of making money. Whether or not 
Gray Xu managed to survive the nanoswarm and the 
destruction of her ship is up to the gamemaster. 

The characters may be intrigued by the open ques- 
tion—who is this mysterious third party? If they hap- 
pened to retrieve the cortical stacks from any of their 
slain opponents, they may have a chance to find out 
through some interrogative psychosurgery. Alternatively, 
Firewall may ask the characters to look into their attack- 
ers’ identity, worried that they may be dealing with some 
sort of rival organization. 


PLAYER CHARACTERS 


Players may choose from one of the following four 
characters. Each character is listed twice. The first list- 
ing represents the character in the morph in which they 
start the scenario. The second represents the character 
after re-sleeving subsequent to the events of Scene 2. It 
is highly recommended that the gamemaster only use the 
first set of stats for the character in the beginning, and 
then switch to the stats with the second morph at the 
beginning of Scene 3. 


= ! 


Background: Fall Evacuee 
Faction: Criminal 

Sex: Male 

Gender Identity: Male 


Sylph Morph 

Sylph morphs are tailor-made for media icons, elite social- 
ites, XP stars, models and narcissists. Sylph gene sequences 
are specifically/designed for distinctive good looks. Ethereal 
and elfin features are common, with slim and lithe bodies. 
Striking Looks: The character receives a +10 modifier on 
social skill tests where the sylph’s beauty is an influencing 
factor. This is only applicable against other biomorphs (but 


STATS 


MOX | TT |L IR | WT | DUR pE pur apo 
7 8 40 80 7 35 
MORRH y 
BON M i A 
Academics: Psychology COG ial N 30 
Art: Performance INT 35 5 40 
Beam Weapons | i) |<) || 35 
Deception SAV 75 10 85 (105) 
Disguise ANL enn 45 
Fray (ae 20 
Free Fall REF 20 0 20 
Impersonation [SAV | 5 o 10 65 
Infiltration coo (| an 45 
Interests: Black Markets | Hilt) | a) |] 50 
Interests: Hypercorp Culture Jac] a) | 50 
Interests: Hypercorp Glitterati | Hit) | a) ) | 50 
Interfacing COG 2 25 
Intimidation SAV 30 10 40 (60) 
Kinesics SAV 65 10 75 (95) 
Language: Native English | ipa || 90 
Language: Arabic INT 30 5 35 
Language: Cantonese in i ees) 55 
Language: French (Ia ane. a 40 
Language: Russian EN Ta Sa 35 
Palming (01o a 35 
Perception Eo] 55 
Persuasion SAV 60 10 70 (90) 
Pilot: Groundcraft| jiss | <) || 30 
Profession: Con Schemes Hilt} | a) | | 60 
Profession: Smuggler Tricks | Huy) i [| 60 
Protocol EJ VAN ai 80 (100) 
Research Viel epee) ee oe 25 
Scrounging INT 50 5 55 
Unarmed Combat | SWI) |) 30 


not uplifts). 


REP 

@-rep:. 30 
c-rep: 50 
f-rep: 30 
g-rep: 60 
i-rep: 30 
EQUIPMENT 


Armor: Armor Clothing [4/4] i 
Primary Weapon: Agonizer 
Pistol (SA, inflicts pain, 


target must make WIL Jest 
or immediately flee) I 
Starting Credit: 1,500 W 
Implants: Basic BioMods, 
Basic Mesh Inserts, 
Clean Metabolism, 
Cortical Stack, Enhanced 
Pheromones (+10 to in- 
person social skill tests 
with other biomorphs) E 
Gear: None W 


Gavin was an adolescent when the Fall struck, 
leaving him an orphaned refugee. Since then, 
he has grown up and thrived on the fringes of 
the Planetary Consortium’s hypercorp-based 
society, making do however he could—which 
often meant selling himself and/or breaking 
the law. His quick wit and sly tongue opened 
up some opportunities, and so Gavin has 
worked with minor criminal syndicates and 
independently as a grifter, scammer and petty 
crook. Gavin was inducted into Firewall when 
he was unfortunate enough to be the victim of 
some sort of outbreak on a minor Lunar out- 
post. The incident was so jarring that Gavin 
intentionally went to great lengths to have 


the major details erased from his memory, but 
he is still plagued by nightmares and a bit of 
mental instability. 

Roleplaying Tips: Gavin is smooth enough to 
sell water to a fish. In fact, he’s so good at 
talking people into things that he’s developed 
an amazing ability to talk himself into things 
that are not always in his best interest (like 
working for Firewall). Though he projects a 
confident façade, Gavin occasionally cracks 
under pressure. 

Special Trait: Paranoid Schizophrenia 
Disorder—Gavin sometimes hears voices and 
becomes extremely (and unreasonably) para- 
noid, especially in situations of high stress. 


“You? You couldn't negotiate your way out of a paper bag. Let me do the talking.” 


ZORA MOLLER 


Morph Bonus 
Modifiers 


Climbing 
Deception |) 


Demolitions | #0] 
Disguise ||| 


Fray | 
Free Fall 

Freerunning 
Hardware: Electronics 
Impersonation 
Infiltration 
Interests: Anarchist Saboteur Cells 
Interests: Hypercorps 

Interests: Hypercorp Politics 
Interests: Inner System Social Issues 
Interests: Scum Black Markets 
Interfacing 

Kinesics 
Kinetic Weapons 


Language: Native German 
Palming 
Perception 


Unarmed Combat -SON 


Zora is best described as a saboteur. 
She spends much of her time infiltrat- 
ing hypercorp society, organizing dis- 
sent and engaging in direct action 
intended to expose or hinder authori- 
tarian social practices. Zora considers 
herself a libertarian socialist, but is not 
content to spend her time in autonomist 
habitats. She feels a responsibility to 
bring about the downfall of repressive 
capitalist structures. She was recruited 
into Firewall several years ago, when 
an operation to expose a gerontocrat’s 


HLL 


MODIFIER 
30 


SOM 55 
COG 35 
SAV 45 
coo 100 
COG 60 
COG T 60 
COG 55 
COG | 55 
COG E 40 
coG 25 
SAV a 40 
coo Fo 


Language: English Dae a 


corruption unveiled that her target was 
actually infected by the TITANs-spread 
exsurgent virus. She's onboard the Scum 
barge in order to acquire supplies for her 
cell's next mission. 

Roleplaying Tips: Zora is a serious and 
determined radical, with a keen sense of 
fairness, justice and social responsibility. 
She doesn’t tolerate people who abuse 
their authority very well. She can be a bit 
dry and humorless at times, especially 
when politics or social inequalities are in 
the way. 


(ANARCHIST SABOTEUR) 7 


15 20 15 15 10 
5 
10 


Background: Original Space Colonist 
Faction: Anarchist 

Sex: Female 

Gender Identity: Female 


Ghost Morph 

Ghost morphs are designed for stealth and combat infiltration. 
Their genetic profile encourages speed, agility and reflexes, 
and their minds are modified for patience and problem-solving. 


REP Starting Credit: 4,000 E 
@-rep: 60 Implants: Basic BioMods, 
c-rep: 40 Basic Mesh Inserts, 
g-rep: 30 Cortical Stack, Adrenal 
i-rep: 20 Boost (+10 REF, can ignore 
1 wound when activated), 
EQUIPMENT Chameleon Skin (+20 
Armor: Smart Skin Armor [3/2] i Infiltration), Enhanced 
Primary Weapon: Vision (+20 to visual 


Perception Tests), Grip 
Pads (+30 Climbing) E 
Gear: None W 


Medium Kinetic Railgun 
Pistol (SA/BF/FA, AP —5, 
DV 2d10 + 4, ammo 12) 
with 100 shots regular 
ammo @ 


“The corps don't listen to reason and they're immune to public pressure. 
The only way to get them to listen is to make it worth their while—by raising the costs of business as usual if they don't.” 


Elis died on Earth during the 
Fall, but a backup of her mind 
was transmitted off-world. She 
spent several years as an infu- 
gee in cold storage in the Jovian 
Republic before being revived and 
re-sleeved in a cheap synthetic 
morph, the cost of which she had 
to pay off by helping to build new 
habitats. Desperate to escape 
her situation, Elis volunteered to 
the Gatekeeper Corp and was 
selected to be a gatecrasher. She 
survived three missions, one of 
which brought her into contact 
with the relics of a long-dead 
alien race, which resulted into her 
being recruited into Firewall. After 
retiring from gatecrashing, Elis 


Splicer Morph 


found a berth aboard the Ecstatic 
Metamorphosis and immersed 
herself in Scum culture, trad- 
ing her tech service skills for her 
wants and needs. 

Roleplaying Tips: Elis has a mul- 
tifaceted personality. She can 
take hardship like a pro, and is 
more than willing to let her hair 
down and party away when she 
gets a breather. She likes to get 
dressed up and glam herself out 
with exotic bodytints, nanotats, 
piercings, and other body mods, 
but she’s also willing to spend 
all day taking apart an air com- 
pressor with grease up to her 
elbows. She's a flagrant abuser 
of social networks. 


15 10 20 15 15 


SH 


p BON VOD i 

Academics: Engineering 5 45 
Academics: Nanotechnology 5 40 
Art: Robotic Sculpture 45 
Climbing 30 

Deception 40 

Fray 30 
Free Fall 50 

Freerunning 30 

Hardware: Electronics 85 
Hardware: Groundcraft 65 
Hardware: Industrial 65 
Hardware: Robotics 55 
Infiltration 30 

Infosec 75 

Interests: Gatecrashing 45 
Interests: Music 45 

Interests: Scum Culture 65 
Interests: Social Networks 40 
Interfacing 60 

Investigation 40 

Kinesics 45 
Language: Native Portuguese 85 
Language: English |} | i!) 

Language: Spanish | | j ‘| EB 
Perception PA o| jji ; 50 
Pilot: Spacecraft 20 
Profession: Computer Security 60 
Profession: Habitat Systems 55 
Programming G E 70 

Research 45 
Scrounging i 40 
Spray Weapons E 30 
Unarmed Combat 40 


E 


Background: 
Reinstantiated 

Faction: Scum 

Sex: Female 

Gender Identity: Female 


EQUIPMENT 

Armor: Light Smartfabric 
Vacsuit [5/5] E 

Primary Weapon: Shock 


Action Turn per 10 points 
of MoF) E 
Starting Credit: 4,000 E 
Implants: Basic BioMods, 
Gloves (use Unarmed Basic Mesh Inserts, 
REP Combat skill, target makes Cortical Stack 


Splicers are genefixed humans. Their genome has been 
cleansed ofhereditary diseases and optimized for looks and 
health, but has not otherwise been substantially upgraded. 


@-rep: 60 DUR + Energy Armor Test Gear: Utilitool 
i-rep: 40 or is incapacitated for 1 (+10 Hardware Tests) ll 


“This piece is totally glitched. Let me grab another beer before | hit it.” 


AHMIR SERTIOU! (BRINKER SECURITY SPECIALIST) 


SAV_| SOM | WIL 


Morph Bonus 
Modifiers 


STATS 
sHILLS 


MODIFIER 


TOTAL 
40 


35 
30 


MORPH 
_ APT | BASE | BON 
Academics: Astronomy | 


Academics: Engineering 
Art: Writing | 

Beam Weapons 50 

Blades ) : 45 
Climbing | f 75 
Demolitions | | Í 
Disguise EA | | 35 


Free Fall | jj 
Freerunning | 
Hardware: Aerospace 


Hardware: Robotics 50 
Infiltration 30 
Interests: Brinker Groups 60 


Interests: 

Esoteric Muslim Traditions 
Interests: Habitat Infrastructure 
Interests: Outer System Habitats 
Interests: Scum Black Markets 
Interfacing 

Kinesics 

Kinetic Weapons 

Language: Native Arabic 
Language: English 

Language: Spanish 

Medicine: First Aid 


Navigation i 55 
Perception ea | 50 
Persuasion E | 30 
Pilot: Spacecraft REF 50 5 55 
Profession: EL r 

Security Procedures | 
Protocol hn 30 
Research Sm 35 
Scrounging eo | 45 


Unarmed Combat l 


Background: Original Space Colonist REP 

Faction: Brinker @-rep: 40 
Sex: Neuter c-rep: 40 
Gender Identity: Male i-rep: 20 


e 
< 


~ 


Bouncer Morph 

Bouncers are humans genetically adapted for zero-G and micro- 
gravity environments. Their legs are more limber, and their feet 
can grasp as well as their hands. 

Limber: Bouncers are especially flexible and supple, and so re- 
ceive a +10 modifier on any test involving contortion or flexibility, 
such as escaping from bonds or squeezing through small spaces. 


EQUIPMENT 

Armor: Body Armor [10/10], 
Primary Weapon: Medium 
Kinetic Pistol (SA/BF/FA, 
AP -2, DV 2d10 + 2 ammo 
12) with 100 shots regular 
ammo @ 


Starting Credit: 4,000 E 

Implants: Basic BioMods, 
Basic Mesh Inserts, Cortical 
Stack, Grip Pads (+30 
Climbing), Oxygen Reserve, 
Prehensile Feet I 

Gear: None W 


Ahmir was one of the millions/who took a job as a near-inden- 
tured servant in space before the Fall in order to escape crushing 
poverty on Earth. He has now spent almost two decades work- 
ing various manual labor and menial jobs around the system. 
Most recently, he has been hiring himself out as a bodyguard or 
as ship security for traders and others traveling to and from the 
far fringes of the solar system. He bécame\involved with Firewall 
several years back when an associate hired him on as an extra 
gun on a Firewall-sponsored mission to eradicate an Exhuman 
faction outpost in the Kuiper Belt. Ahmir is aboard the Scum 
barge looking for new employment. 

Roleplaying Tips: Ahmir is generally quiet and keeps to himself, 
having spent much time on long journeys and in the isolation of 
deep space. He is honestly friendly and sociable with others, 
however, greeting any new friends with a large grin and going 
out of his way even for complete strangers. Ahmir is a bit of an 
ascetic and his current morph is neuter-sex, as he considers 
sexual urges a distraction. 


“Please put down the weapon, | do not wish to hurt you.” 


Firewall provides Gavin with a ruster morph in Scene 3. 


DAVIN GLADWELL (CRIMINAL CON ARTIST) APTITUDES 


po ~ G J L ma Er WIL 
| W 
A Modifiers 
| f 
} Y 
aa S 
"E 
p Fae. 
K >, N 
( 
| \ . \ MORPH 
l » s BON MOD t OTA 
\ A FS } Academics: Psychology Eor N 30 
j A es | Art Performance | hin | <a || 40 
l A Ti. Beam Weapons | alan 35 
-a | Deception A 7 
e i LS Disguise Nl Luc saa 35 
g- VA ry ee oo oo A 
ET , À Free Fall REF 2000 20 
i f j \ N Impersonation FYV || 55 
l | j ; | Infiltration coo wo 5 45 
| \ j ” i 7 Interests: Black Markets Kana] 50 
AY I q \ l Interests: Hypercorp Culture PJA] 50 
Í aai | = \ | À 1 Interests: Hypercorp Glitterati | uy) 0 [| 50 
fa) J A (12 Interfacing coe 25o 25 
Bak | rN |< intimidation ETOR 30 
l N i Kinesis O ad 5 
j f A \ Language: Native English | UN) ca) a] 90 
á ` i Language: Arabic INT 30 5 35 
j N \ Language: Cantonese mM 55 
N Language: French N cn) 40 
N Language: Russian mM 35 
Background: Fall Evacuee SE SE = 
Faction: Criminal p - 
Sex: Male Persuasion EY. VA 60 
Gender Identity: Male Pilot: Groundcraft i | <0 | 30 
Profession: Con Schemes Hilt) | a) | | 60 
Ruster Morph Profession: Smuggler Tricks | #0) i | 60 
Adapted for survival with minimum gear in the partially Protocol Rind hl 70 
terraformed Martian environment, these transgenic morphs R h 25 
feature insulated skin for more effective thermoregulation a ae 55 
and respiratory system improvements to require less oxygen Unarmed Combat [YC iar ia 30 


and filter carbon dioxide, among other mods. 


REP 

@-rep: 30 
c-rep: 50 
f-rep: 30 
g-rep: 60 
i-rep: 30 
EQUIPMENT 


Armor: Body Armor [10/10] E 

Primary Weapon: Agonizer 
Pistol (SA, inflicts pain, 
target must make WIL Test 
or immediately flee) Hl 


Starting Credit: 1,500 
(minus any spent in 
Scenes 1 and 2) W 


Implants: Basic BioMods, 
Basic Mesh Inserts, 
Cortical Stack, Enhanced 
Respiration, Temperature 


Tolerance W 


Gear: Specs (+10 visual 
Perception Tests) ll 


Gavin was an adolescent when the Fall struck, 
leaving him an orphaned refugee. Since then, 
he has grown up and thrived on the fringes of 
the Planetary Consortium’s hypercorp-based 
society, making do however he could—which 
often meant selling himself and/or breaking 
the law. His quick wit and sly tongue opened 
up some opportunities, and so Gavin has 
worked with minor criminal syndicates and 
independently as a grifter, scammer and petty 
crook. Gavin was inducted into Firewall when 
he was unfortunate enough to be the victim of 
some sort of outbreak on a minor Lunar out- 
post. The incident was so jarring that Gavin 
intentionally went to great lengths to have 


the major details erased from his memory, but 
he is still plagued by nightmares and a bit of 
mental instability. 

Roleplaying Tips: Gavin is smooth enough to 
sell water to a fish. In fact, he’s so good at 
talking people into things that he’s developed 
an amazing ability to talk himself into things 
that are not always in his best interest (like 
working for Firewall). Though he projects a 
confident fagade, Gavin occasionally cracks 
under pressure. 

Special Trait: Paranoid Schizophrenia 
Disorder—Gavin sometimes hears voices and 
becomes extremely (and unreasonably) para- 
noid, especially in situations of high stress. 


“How about we put down the weapons and discuss this reasonably?” 


Morph Bonus 
Modifiers 


MORPH 
_APT | BASE | BON 
Climbing | SO) eo 5 55 


Deceptio 
Demolitions 
Disguise f 


APTITUDES 


15 10 


STATS 


IR WT | DUR | DR | INIT 
40 6 30 | 45 110 


HLL 


MODIFIERS | TOTAL 


AEA REF 70 


Free Fall 
Freerunning 
Hardware: Electronics 
Impersonation 
Infiltration 
Interests: Anarchist Saboteur Cells 
Interests: Hypercorps 


Interests: Inner System Social Issues 


Interests: Scum Black Markets Bnin 2 


REF 30 
SOM 50 
ec | 
SAV 40 
coo 70. 

COG 60 

COG 60 
Interests: Hypercorp Politics PEJA aia | 


Firewall provides Zora with a neotenic morph in Scene 3. 


ZORA MOLLER (ANARCHIST SABOTEUR) 


Interfacing COG «62500 25 Background: Original Space Colonist 
Mees SAV 35 35 Faction: Anarchist 
Kinetic Weapons a | a a SaM 
Gender Identity: Female 
Language: English tite ia 70 
Language: Native German EA z 90 Neotenic Morph 
Palming 55 Neotenics are transhumans modified to retain a child-like 
Perceptio me 50 form. They are smaller, more agile, inquisitive and less 
Persuasion 25 resource-depleting; making them ideal for habitat living 
Pilot: Aircraft 55 and spacecraft. This particular morph has been.customized 
Profession: Security Procedures i 55 and comes with a Reflex Booster implant. Neotenic morphs 
Research 50 are stigmatized in some circles, as some people find them 
teaa] a0 distasteful, especially when employed in mediavor’sex work 


capacities. Neotenics count as a small target and so are —10 


Zora is best described as a saboteur. 
She spends much of her time infiltrat- 
ing hypercorp society, organizing dis- 
sent and engaging in direct action 
intended to expose or hinder authori- 
tarian social practices. Zora considers 
herself a libertarian socialist, but is not 
content to spend her time in autonomist 
habitats. She feels a responsibility to 
bring about the downfall of repressive 
capitalist structures. She was recruited 
into Firewall several years ago, when 
an operation to expose a gerontocrat’s 


corruption unveiled that her target was 
actually infected by the TITANs-spread 
exsurgent virus. She’s onboard the Scum 
barge in order to acquire supplies for her 
cell's next mission. 

Roleplaying Tips: Zora is a serious and 
determined radical, with a keen sense of 
fairness, justice and social responsibility. 
She doesn’t tolerate people who abuse 
their authority very well. She can be a bit 
dry and humorless at times, especially 
when politics or social inequalities are in 
the way. 


to hit in combat. 


REP 

@-rep: 60 
c-rep: 40 
g-rep: 30 
i-rep: 20 
EQUIPMENT 


Armor: Light Vacsuit [5/5] E 
Primary Weapon: Medium 
Kinetic Railgun Pistol 
(SA/BF/FA, AP —5, 
DV 2d10 + 4, ammo 12) E 


“This area is under hypercorp protection? | feel safer already.” 


Starting Credit: 4,000 (minus 
any spent in Scenes 1 
and 2) E 

Implants: Basic BioMods, 
Basic Mesh Inserts, Cortical 
Stack, Reflex Boost (+10 
REF, +1 Speed) ml 

Gear: Specs (+10 visual 
Perception Tests) E 


Firewall provides Elis with a ruster morph for Scene 3. 


ELIS MENEZES (SCUM TECHIE 


Background: Reinstantiated 
Faction: Scum 

Sex: Female 

Gender Identity: Female 


Ruster Morph 


Adapted for survival with minimum gear in the partially terraformed 
Martian environment, these transgenic morphs feature insulated 
skin for more effective thermoregulation and respiratory system 
improvements to require less oxygen and filter carbon dioxide, 


among other mods. 


REP@-rep: 60 
i-rep: 40 
EQUIPMENT 


Armor: Body Armor [10/10] E 

Primary Weapon: Shredder 
(Flechette Spray Weapon, SA/ 
BF/FA, AP —10, DV 2d10 + 5, 
ammo 100) E 

Starting Credit: 4,000 (minus 
any spentin Scene 1 or 2) W 

Implants: Basic BioMods, Basic 
Mesh Inserts, Cortical Stack, 


Enhanced Respiration, 
Temperature Tolerance W 
Gear: Nanocable Spindle, 
Portable Nanofabricator, 
Repair Spray (+20 to 
Hardware Tests), Shelter 
Dome, Specs (+10 visual 
Perception Tests) Ml 


MORPH 
BON MOD i DIA 


Academics: Engineering PAAA 0 [5] 45 
Academics: Nanotechnology | Hilt} | <i | a | 40 
Art: Robotic Sculpture | Wy | yf 45 
Climbing SOM 30 5 35 

Deception SAV 40 40 

Fray M E 20 

Free Fall REF 50 50 

Freerunning [sou Sia 35 

Hardware: Electronics Jus pe) || 95 
Hardware: Groundcraft |e) a0) | 75 
Hardware: Industrial MAJ 75 
Hardware: Robotics FAJT o 4 65 
Infiltration COO 30 30 

Infosec foe a E 75 

Interests: Gatecrashing hein Ss 45 
Interests: Music COG 40 5 | 45 

Interests: Scum Culture [Meech Gu) | 65 
Interests: Social Networks ele) | ci) | 40 
Interfacing COG «655 OC 60 

Investigation nha Sa 40 

Kinesics hw Sa Saal 45 

Language: Native Portuguese hrs 85 
Language: English JNU) 0 Je 50 
Language: Spanish Wy | aa | | 55 


Perception 


Ll | 60 


Pilot: Spacecraft REF 20 ~~ 20 
Profession: Computer Security he a ae 60 


Profession: Habitat Systems COG 


En al 55 


Programming PAJA A 70 
Research COG 40 5 ~~ 45 
Scrounging MM ain. 40 
Spray Weapons ull) | <i [| 30 
Unarmed Combat |S) 2) 4 45 


Elis died on Earth during the Fall, but a backup 
of her mind was transmitted off-world. She 
spent several years as an infugee in cold stor- 
age in the Jovian Republic before being revived 
and re-sleeved in a cheap synthetic morph, the 
cost of which she had to pay off by helping to 
build new habitats. Desperate to escape her 
situation, Elis volunteered to the Gatekeeper 
Corp and was selected to be a gatecrasher. 
She survived three missions, one of which 
brought her into contact with the relics of a 
long-dead alien race, which resulted into her 
being recruited into Firewall. After retiring from 


“Sure, | can fix that, but you'll owe me a dance. A sexy dance.” 


gatecrashing, Elis found a berth aboard the 
Ecstatic Metamorphosis and immersed herself 
in Scum culture, trading her tech service skills 
for her wants and needs. 

Roleplaying Tips: Elis has a multifaceted per- 
sonality. She can take hardship like a pro, and is 
more than willing to let her hair down and party 
away when she gets a breather. She likes to get 
dressed up and glam herself out with exotic body- 
tints, nanotats, piercings, and other body mods, 
but she’s also willing to spend all day taking apart 
an air compressor with grease up to her elbows. 
She's a flagrant abuser of social networks. 


Firewall provides Ahmir with an arachnoid morph in Scene 3, to provide the team with some additional muscle and firepower. 


MIR SERTIOU! (BRINKER SECURITY SPECIALIST) 


Morph Bonus | 
Modifiers | 


Art: Writi 
Beam Weapons 
Blades 
Climbing 
Demolitions 
Disgui 


Free Fall 
Freerunni 
Hardware: Aerospa 
Hardware: Roboti 
Infiltrati 
Interests: Brinker Groups 

Interests: Esoteric Muslim Traditions 
Interests: Habitat Infrastructure 
Interests: Outer System Habitats 
Interests: Scum Black Markets 
Interfacing 
Kinesics 
Kinetic Weapons 


Language: Native Arabic 
Language: English 


Language: Spanish 
Medicine: First Aid 
Navigati 
Percepti 
Persuasi 
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Ahmir was one of the millions who took a job 
as a near-indentured servant in space before 
the Fall in order to escape crushing poverty on 
Earth. He has now spent almost two decades 
working various manual labor and menial jobs 
around the system. Most recently, he has 
been hiring himself out as a bodyguard or as 
ship security for traders and others traveling 
to and from the far fringes of the solar system. 
He became involved with Firewall several 
years back when an associate hired him on as 
an extra gun on a Firewall-sponsored mission 


to eradicate an Exhuman faction outpost in the 
Kuiper Belt. Ahmir is aboard the Scum barge 
looking for new employment. 

Roleplaying Tips: Ahmir is generally quiet 
and keeps to himself, having spent much time 
on long journeys and in the isolation of deep 
space. He is honestly friendly and sociable 
with others, however, greeting any new friends 
with a large grin and going out of his way even 
for complete strangers. Ahmir is a bit of an 
ascetic and his current morph is neuter-sex, as 
he considers sexual urges a distraction. 


Background: Original Space Colonist 


Faction: Brinker 
Sex: Bot 
Gender Identity: Male 


Arachnoid Morph 


REP 

@-rep: 40 
c-rep: 40 
i-rep: 20 


Arachnoid robotic shells are 1 meter in length, segmented into two parts, 
with a smaller head like a spider or termite. They feature four pairs of 
1.5-meter-long retractable arms/legs, capable of rotating around the axis of 
the body, with built-in hydraulics for propelling the bot with small leaps. The 
manipulator claws on each arm/leg can be switched out with extending 
mini-wheels for high-speed skating movement. A smaller pair of manipula- 
tor arms near the head allows for closer handling and tool use. 


EQUIPMENT 

Armor: Arachnoid Armor [8/8] E 

Primary Weapon: Kinetic SMG 
(SA/BF/FA, AP —2, DV 2d10 + 
3, ammo 20) with 100 shots 
regular ammo W 

Secondary Weapon: 
Plasma Rifle (SS, AP -8, DV 
3d10 + 12, ammo 10) E 

Starting Credit: 4,000 (minus any 
spent in Scene 1 or 2) Ml 

Enhancements: Basic Mesh 
Inserts, Cortical Stack, 
Cyberbrain, Enhanced Vision 
(+20 to visual Perception 
Tests), Extra Limbs (6 Arms/ 


“Take cover, this is going to heat things up.” 


Legs), Lidar, Pain Filter 
(ignore wound modifiers, 
but they suffer —30 on any 
tactile-based Perception 
Tests and will not even notice 
they have been damaged 
unless they succeed ina 
Perception Test), Pneumatic 
Limbs (can leap 2 meters up, 
+20 Freerunning Tests, +1d10 
DV when used in Unarmed 
Combat), Radar, Reflex Boost 
(+10 REF +1 Speed) E 

Gear: Nanobandage 
(heal 1 wound and 1d10 DUR 
in 1 hour) W 


